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Kine OF Curses 


Mabe By: ELLpas M.W 


Become the King of Curses and the strongest Witch of the Heian 
Era. Slash, Burn and HUMILATE your enemies with the Power of 
Sukuna! 


» 


| 


PATRON: KING OF CURSES 


A Warlock from an ancient age became a being so 
powerful that he rivaled the gods. His power was 
divided into twenty fingers, and the King of Curses was 
killed... Or so they believed. Gradually, new Warlock 
gained the blessing of the King of Curses and acquired 
powers that mimicked their patron’s ability. 


Whether by devouring one of their fingers or by other 
means, the strongest among them are those who have 
consumed one of their fingers, sometimes even allowing 
the King of Curses himself to take temporary 
possession of their bodies. 


LACERATING SPELLS 


1st Level Feature 


Your patron allows you to cut your enemies like the pile 
of meat they are. You add Eldritch Blast to your 
Cantrips and it dont counts towards your limits of 
Cantrips. 

Besides your Eldritch Blasts can deal Slashing 
damage that ignores resistances, including magical 
ones. 


When you hit a Constructions or Object, you deal double 
damage and can, as a bonus action, reduce it to small 
pieces. 


In addition, you receive the following Spells which are 
added to your list without counting towards your limits. 


SPELLCASTING 


Warlock Level Spells 

2 Cure Wounds, Cleave 

3 Darkness, Blindness/Deafness 
5 Tear, Spirit Shroud 

7 Spider Web, Spirit Of Death 
9 Destroy, Desmember 
BLOODY SADISM 

1st Level Feature 


You take pleasure in seeing your enemies bleed from 
your cuts, drawing a false vitality from this pleasure. 


When you kill a creature, you receive your Warlock 
Level + Charisma Modifier in Temporary Hit Points. 


SLASH VITALITY 


6th Level Feature 


Your cuts are more than physical, they can cut through 
the vital energy of beings. When a creature takes 
slashing damage from Eldritch Blast or with a spell 
from your list that deals slashing damage, it can’t 
regenerate hit points until the end of your next turn. 


DIVINE FLAMES 


6th Level Feature 


Your Patron knows very well how to Cut and Kill, but he 
also knows how to burn his enemies like a piece of meat 
in the oven. You are now able to use the Furnace, but 
not to its full potential; little by little you regain its 
power. 

As an Action, on your turn, a number of times equal to 
your proficiency modifier, you create a powerful heat 
that burns your enemies, dealing 2d6 + Charisma 
Modifier Fire Damage to enemies within 5fts of you and 
if you use a Spellslot for each Slot level it gains 1d6 
extra damage and the range increase by 5fts. However, 
this is not the full power of the Furnace. If you use a 
Slot of Lv5 or higher, in addition to the extra effects, the 
Furnace is opened and has the following effect: 


In a Line of up to 60fts, creatures must make a 
Dexterity Save Trow against your DC or suffer the 
Furnace’s Damage. 


MARKS OF THE KING 


10th Level Feature 


Your body releases all its existing cutting power, black 
marks appear on your body and gradually release their 
full power. As a Bonus Action, for 1 minute you receive 
the following benefits: 


¢ You receive your Warlock Level + Charisma Modifier 
in Temporary HP. 

e You become resistant to non-magical Bludgeoning 
damage and Percing damage and totally immune to 
magical or non-magical slashing damage. 

e When attacked by a creature, you can spend your 
Reaction and reduce the Damage by 1d10 + 
Charisma Modifier, if the damage is reduced to 0, 
the remaining amount is received as Damage by your 
attacker. Furthermore, you get +2 Reactions that can 
only be used for this Feature 


You can De-Transform as a bonus action or by being 
reduced to 0 hit points, this Transformation once per 
long, but if you want to use it before then, you can pay 
Slot lv5 to use it again. 


DOMAIN EXPANSION: FUKUMA 
MIZUSHI 


14th Level Feature 


Of all the Powers of The King Of Curses, the Expansion 
of the Malevolent Shrine is the strongest of all. Once per 
Long Rest as an Action, you can erect your Dominion in 
the world, this Dominion has the basic appearance of 
the Temple used to honor the King of Curses and being 
altered by your soul, being something uniquely yours. 


When you raise your Dominion in the world,a Orb of 
85fts in all directions (with you being the center) 
appears and push everyone that is until a 30fts from the 
edge to outside of it. While inside it the appearance is 
entirely up to you, with the Temple somewhere in it, 
inside this Expansion, creatures of your choice receive 
xd4 + Proficiency Modifier per turn of Slashing Damage 
that ignores resistances, immunities and absorption, 
with X being your proficiency modifier. 


All Saving Trows that creatures need to make within 
your Expansion, if they originate from you, the creature 
must roll with disadvantage, and all Spells, Invocations, 
Warlock Abilities that deal Damage receive a Bonus 
equal to your Charisma modifier (if it is something with 
multiple Dice for damage, you must only add your 
modifier once). 

Your Eldritch Blast, Spells, Features and Invocations 
that deal Damage, have the entire Expansion space as 
their Range (unless the range is touch, if the Spells 
deals slashing damage and its a Touche Range, it can 
reach from anywhere in the Expansion). 


However, this technique is not only beneficial, it can 
also be harmful to its user. The Orb that makes up your 
Expansion has an AC of 10 and HP equal to your 
Charisma Modifier multiplied by 100 and if it is 
Destroyed or if the maximum duration of your Domain 
passes (1 minute, but you can deactivate it at any time 
with an action), you receive the condition Burnout for 1 
minute. 


Burnout 


Your Body, Mind and Soul are at the limit of fatigue 
possible for any living being, you are no longer able to 
use any Spell you know (Not counting Eldritch Blast) 
and your Eldritch Invocations that are not passive like 
Devil Sight, cannot be used until you get rid of this 
condition. 


What’s more, you don’t move as well due to fatigue, 
your movement is cut in half and your bonuses to Attack 
rolls lose their Charisma Bonus to rolls and Damage, 
and when you deal damage to a creautre, the damage is 
cutted in half. 


NEW SPELLS 


Spells to add for the Warlock List, inspired by Sukuna’s 
Curse 


CLEAVE 


1st level of conjuration 


Conjuration: 1 Action 
Reach: Touch 
Components: S, V 
Duration: Instant 


When you touch a creature, you create a slashing attack 
that adapts to the target’s resistance, aiming to deal as 
much damage as possible. The target must perform a 
Constitution Test, receiving 2d8 + slashing damage 
casting modifier, or only half on a success. In addition, 
this spell deals 1d8 additional damage for each point of 
the target’s Constitution modifier, up to a maximum of 3 
additional damage dice. 


At Higher Levels. When you cast this spell using a spell 
slot of 2nd level or higher, the damage increases by 1d8 
for each slot level above 1st. 


DISMANTLE 


1st level of conjuration 


Conjuration: 1 Action 
Reach: 40fts 
Components: S, V 
Duration: Instantaneous 


You fire a sharp, invisible projectile. Perform a magical 
ranged attack against the target and, if you hit, deal 4d6 
+ casting modifier of slashing damage. 


At Higher Levels When you cast this spell using a spell 
slot of 2nd level or higher, the damage increases by 1d6 
for each slot level above 1st. 


TEAR 


3rd level of conjuration 


Conjuration: 1 Action 
Reach: 60fts 
Components: S, V 
Duration: Instantaneous 


You fire a sharp, invisible projectile. Choose 2 targets of 
your choice, making a ranged magic attack roll with 
advantage for each, if it hits, it deals 6d8 + slashing 
damage casting modifier. 


At Higher Levels. When you cast this spell using a spell 
slot of 4th level or higher, You choose an additional 
target and the damage increases by 1d8 for each slot 
level above 3rd. 


LACERATE 


3rd level of conjuration 


Conjuration: 1 Action 
Reach: Touch 
Components: S, V 
Duration: Instant 


When you touch a creature, you create a slashing attack 
that adapts to the target’s resistance, aiming to deal as 
much damage as possible. The target must perform a 
Constitution Test, receiving 3d10 + casting modifier of 
slashing damage, or only half on a success. In addition, 
this spell deals 1d10 additional damage for each point 
of the target’s Constitution modifier, up to a maximum 
of 4 additional damage dice. 


At Higher Levels. When you cast this spell using a spell 
slot of 4th level or higher, the damage increases by 
1d10 for each slot level above 3rd. 


SPIDER WEB 


4th level of conjuration 


Conjuration: 1 Action 
Reach: own (20fts sphere) 
Components: S, V 
Duration: Instantaneous 


Using Cleave, you touch the ground and destroy it, 
creating a cut in the shape of a spider’s web, adjusting 
to the resistance of the ground. A spherical area 4.5 
meters from you is destroyed, collapsing the ground and 
turning it into difficult terrain; creatures standing on it 
take fall damage and creatures below take collapse 
damage. 


At Higher Levels. When you cast this spell using a spell 
slot of 6th level or higher, the area of that spell 
increases by 1.5 meters for each slot level above 5th. 


DISMEMBERMENT 


5th level of conjuration 


Conjuration: 1 Action 
Reach: Touch 
Components: S, V 
Duration: Instant 


When you touch a creature, you create a slashing attack 
that adapts to the target’s resistance, aiming to deal as 
much damage as possible. The target must perform a 
Constitution Test, receiving 3d12 + casting modifier of 
slashing damage, or only half on a success. In addition, 
this spell deals 1d12 additional damage for each point 
of the target’s Constitution modifier, up to a maximum 
of 5 additional damage dice. 


At Higher Levels. When you cast this spell using a spell 
slot of 6th level or higher, the damage increases by 
1d12 for each slot level above 5th. 


DESTROY 


5th level conjuration 


Conjuration: 1 Action 
Reach: 60fts 
Components: S, V 
Duration: Instantaneous 


You fire a sharp, invisible projectile. Choose 3 targets of 
your choice, making a ranged magic attack roll with 
advantage for each, if it hits, it deals 12d6 + casting 
modifier of slashing damage. 


At Higher Levels. When you cast this spell using a spell 
slot of 6th level or higher, You choose an additional 
target and the damage increases by 2d6 for each slot 
level above 5th. 


DISMEMBER 


5th level of conjuration 


Conjuration: 1 Action 
Reach: 15 m 
Components: S, V 
Duration: Instant 


You use dismantle focused entirely on severing a limb 
from the target creature, sacrificing range for more 
destruction. Make a magic attack roll, if you hit, deal 
10d10 + your casting bonus. In addition, you must 
select one of the limbs, a creature affected by this ability 
must perform a Constitution Test, losing the limb if it 
fails. 


NEw INVOCATIONS 


New Invocantions inspired by Jujutsu Kaisen to work 
with this SubClass 


DIVINE FLAMES: FUGA 


Requirement: Divine Flames, have a Charisma of 18 
and be from the Patron: King of Curses. 


With the help of a Restriction Vow to contain Divine 
Flames, you create a more powerful variant. Divine 
Flames can no longer be used as an area effect with you 
being the center, however now when you use Divine 
Flames, it is always considered a 30fts Line with 10fts 
Thickness, gaining +10fts of range for each slot level 
above lvl you use. 


Finally, now a number of times equal to your 
Proficiency modifier, Divine Flames when they reach 
the end of their range or at any point of your choosing. 
can explode in a cylinder with the same range into the 
sky and with an area of effect as when you started the 
Fuga. 


REVERSE ENERGY 


Requirement: Lv5 


You have learned one of the concepts of mathematics, 
where negative with negative results in positive and by 
instinct you have decided to do this in your Features 
and Spells. 


A number of times equal to your Proficiency modifier, 
you can change the damage of your Spells or Feature to 
their opposite damage, exactly what the inverse of the 
Spell you are using depends on its context, such as a 
Spell that explodes into flames and deals Fire Damage, 
becomes Ice Damage. But a Spell that deals Fire 
Damage, but in your narrative is something like Lava, 
the damage can be Inverted to Impact. (Talk to your DM 
and define this when you use the Spells and make a 
note of it) 


REGENERATIVE REVERSE ENERGY 


Requirement: Lv5 


As a bonus action on your turn, you can spend up to 
your Charisma modifier of Hit Die to regain Hit points 
equal to the sum total of the roll + your Charisma 
modifier. In addition, you can choose to spend 5 Hit die 
and regenerate any lost limbs from your body. 


The effects of this Invocation can also be used on other 
beings, but the Hit Die and Charisma modifier is from 
the one being healed. 


EXTREME MOVIMENT 
Request: Lv5 


You are always considered to be in the effect of the 
“Spider Climb” or “Jump” Spell of your choice when you 
choose this Invocation. 


You can change which Spell is active during a Long 
Rest. 


UNATTENDED MOVEMENT 


Requirement: Lv10 


You are now considered in the effects of “Spider Climb” 
and “Jump”, moreover choose one of the two options, 
you are always under the effect of this Invocation until 
you choose to change it. 


The Options are: 


e You can use the Bonus Action on your Turn to use 
the Dash Action and you get +3 meters of movement. 

e You can move on liquids as if they are solid surface 
as you move on your turn, but you can’t stand still in 
them, if you end your turn on any surface of any type 
of liquid, you fall into them as normal. 


CURSED FISTS 


Requirement: Iv3 


You have learned how to use your Energy to not only 
attack from afar but to improve your body, you have 
learned a new type of attack, Cursed Fists, which you 
are considered Proficient in and can use your Charisma 
or Dexterity modifier. 


Cursed Fists is an energy condensed in your fists that 
allows you to attack with a lot of power. At any time 
when you’re using Eldritch Blast, you can reduce the 
range to Melee and use it as if it were an Unarmed 
Attack. 


Invocations and Class Feautres that affect Eldritch 
Blast affect Cursed Fists 


PERFECT CUTS 


Requirement: lv15, have Charisma of 20 and be of the 
Patron: King of Curses. 


Finally you can do a little of what your Patron once did 
with simplicity. When you use a Spell that naturally 
deals Slashing damage and is cast as 5th SpellSlot, it 
gains a new ability: 


“When a target or targets take damage from this Spell, 
They need to make a Constitution check against your 
Spell DC, if they fail the creature loses a limb of your 
choice.” 


This Ability cannot cause things like being cut in half, 
severed heads or any way that would cause the direct or 
extreme death of a creature, unless it is reduced to O hit 
points. This Invocation have a number of uses equal to 
your proficiency modifier, recharging at Long Rest. 


PRESENCE OF THE KING 


Requirements: Patron: King of Curses 


Your mere presence is capable of frightening everyone 
and awakening natural fears of survival in living beings. 
As long as you have this Invocation, you are considered 
to have the Intimidation Skill and cannot take less than 
10 on the Dice value, with all values below being 
considered 10. Furthermore, when you want to 
Intimidate, you can do so on all creatures within 30fts of 
you. 


TRUE FORM 


Requirements: Patron: King of Curses, I1v20 


You've made it, you’ve become like your Patron’s prime 
in life. When you use the Marks Of The King you can 
choose to sacrifice your true form and become eternally 
in that form, you receive the effects of the Marks Of The 
King for as long as you have this Invocation, but your 
alignment drops to Chaotic Evi. 


Your personality is even molded to resemble that of the 
King of Curses. 


NOTES 
ARTWORK AND CREDITS 


Obviously I’m not the artist of any of these artworks, 
much less the creator of Jujutsu Kaisen. Jujutsu was 
made by Gege Akutami and he has full rights and credit 
for the original material. 

As I said before, I’m not the creator of the artworks 
here, the credits go to the artists who created them, I 
DO NOT take credits for them at any moment or point, 
i’ve only made the Sub-Class Features. (At the moment I 
haven’t found the creators of the ones I’ve used, but if I 
do or if someone tells me who created them, I'll put the 
credits here). 


D&D WARLOCK AND 
LASERLHAMA WARLOCK 


This Sub-Class was created to work with the standard 
D&D Warlock, but it can also be used with the 
LaserLhama Warlock. use whichever one you prefer 
and feel comfortable with. 


The only difference between the Standard version and 
the Laserlhama version is simply that the Lacerating 
Magic and Bloody Sadism feature are acquired at lv2 
and not at lvl. 


Some may also notice Features and even other things 
that look like or resemble those created by Laserlhama, 
he is an inspiration of mine and I follow him on Patreon, 
so it may be that without realizing it I did things that 
resemble his, I give full right of the original idea to him. 
For example, the Cursed Fist is very reminiscent of the 
Eldritch Strike. 


SPELLPOINTS 


Unlike expected, this Warlock also works with a 
Spellpoint or Spellslot System. 


Follow the Spellpoints Rule below, in case you want to 
use it: 


WARLOCK SPELLPOINTS 


Warlocks have a reserve of Spellpoints to use a spell 
from their list of Spells of 1st level or higher, as 
indicated in the Covenant Magic table based on the 
following table: 


Spell Level Cost 
Ist 
2nd 
3rd 
4th 
5th 


ND UW 


When using a Warlock spell you know, you spend a 
number of spell points to create a spell slot of a certain 
level and then use that slot to cast that spell. You can’t 
reduce your total spell points to less than 0 and you 
recover all the spell points spent when you finish a short 
or long rest. 

The number of spell points you need to spend is 
based on your Warlock level, as shown in the table 
below. Your Warlock level also determines the 
maximum level spell slot you can create, This not mean 
a Warlock always cast it’s Spell at max level, this Rule 
leave the Warlock the choice of Casting it at any level. 
as indicated in the following table: 


Warlock Level Maximum Spellpoints Maximum Spell Level 
1 1 1° 


2 2 1° 
3-4 6 2° 
5-6 10 3° 
7-8 12 4° 
9-10 14 5° 
11-16 Al 5° 
17-20 28 5 


ELDRITCH MASTER 


The Warlock’s lv20 Feature is rewritten as follows: 


You performes a Ritual that honors your Patron for 1 
minute, all your Spellpoints are recovered. This Feature 
can only be used once per Jong rest 


MULTI-CLASS 


If a Warlock makes a Multi-Class for a class that also 
has Spellpoints, both points must be calculated 
separately, but both can be used for any Spells of both 
classes. 


This Rule was originally created by WeirdoWhoever on 
the D&D Wiki, I just made a few MICRO changes to 
make it a bit more readable and a bit more functional. 


Here’s the link to the original rule if you want to read it. 
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LICENSE 


OPEN GAME License Version 1.0a The following text 
is the property ofWizards of the Coast, LLC. and is 
Copyright 2000 Wizards of the Coast,Inc (“Wizards”). 
All Rights Reserved. 


1. Definitions: (a)”Contributors” means the copyright 
and/or trademarkowners who have contributed 
Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works 
andtranslations (including into other computer 
languages), potation,modification, correction, 
addition, extension, upgrade, 
improvement,compilation, abridgment or other form 
in which an existing workmay be recast, transformed 
or adapted; (c) “Distribute” means toreproduce, 
License, rent, lease, sell, broadcast, publicly 
display,transmit or otherwise distribute; (d)”’Open 
Game Content” means thegame mechanic and 
includes the methods, procedures, processesand 
routines to the extent such content does not embody 
the ProductIdentity and is an enhancement over the 
prior art and any additionalcontent clearly identified 
as Open Game Content by the Contributor,and 
means any work covered by this License, including 
translationsand derivative works under copyright 
law, but specifically excludesProduct Identity. (e) 
“Product Identity” means product and productline 
names, logos and identifying marks including trade 
dress;artifacts; creatures characters; stories, 
storylines, plots, thematicelements, dialogue, 
incidents, language, artwork, symbols, 
designs,depictions, likenesses, formats, poses, 
concepts, themes and graphic,photographic and 
other visual or audio representations; names 
anddescriptions of characters, Spells, enchantments, 
personalities,teams, personas, likenesses and 
Special abilities; places, locations,environments, 
creatures, Equipment, magical or 
supernaturalAbilities or Effects, logos, symbols, or 
graphic designs; and any othertrademark or 
registered trademark clearly identified as 
Productidentity by the owner of the Product Identity, 
and which specificallyexcludes the OPEN Game 
Content; (f) “Trademark” means the logos,names, 
mark, sign, motto, designs that are used by a 
Contributor toldentify itself or its products or the 
associated products contributedto the Open Game 
License by the Contributor (g) “Use”, “Used” 
or’Using” means to use, Distribute, copy, edit, 
format, modify, translateand otherwise create 
Derivative Material of Open Game Content. (h)”You” 
or “Your” means the licensee in terms of this 
agreement. 


2. The License: This License applies to any Open 


Game Content thatcontains a notice indicating that 
the Open Game Content may onlybe Used under and 
in terms of this License. You must affix such anotice 
to any Open Game Content that you Use. No terms 
may beadded to or subtracted from this License 
except as described by theLicense itself. No other 
terms or Conditions may be applied to anyOpen 
Game Content distributed using this License. 


. Offer and Acceptance: By Using the Open Game 


Content Youindicate Your acceptance of the terms of 
this License. 


. Grant and Consideration: In consideration for 


agreeing to use thisLicense, the Contributors grant 
You a perpetual, worldwide, royalty-free, 
nonexclusive License with the exact terms of this 
License toUse, the Open Game Content. 


. Representation of Authority to Contribute: If You are 


contributingoriginal material as Open Game 
Content, You represent that YourContributions are 
Your original Creation and/or You have 
sufficientrights to grant the rights conveyed by this 
License. 


. Notice of License Copyright: You must update the 


COPYRIGHTNOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are 
copying,modifying or distributing, and You must add 
the title, the copyrightdate, and the copyright 
holder’s name to the COPYRIGHT NOTICEof any 
original Open Game Content you Distribute. 


. Use of Product Identity: You agree not to Use any 


Product Identity,including as an indication as to 
compatibility, except as expresslylicensed in another, 
independent Agreement with the owner of 
eachelement of that Product Identity. You agree not 
to indicatecompatibility or co-adaptability with any 
Trademark or RegisteredTrademark in conjunction 
with a work containing Open GameContent except 
as expressly licensed in another, 
independentAgreement with the owner of such 
Trademark or RegisteredTrademark. The use of any 
Product Identity in Open Game Contentdoes not 
constitute a Challenge to the ownership of that 
ProductIdentity. The owner of any Product Identity 
used in Open GameContent shall retain all rights, 
title and interest in and to that Productldentity. 


. Identification: If you distribute Open Game Content 


You must clearlyindicate which portions of the work 
that you are distributing areOpen Game Content. 
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LS: 


Updating the License: Wizards or its designated 
Agents may publishupdated versions of this License. 
You may use any authorized versionof this License to 
copy, modify and distribute any Open GameContent 
originally distributed under any version of this 
License. 

Copy of this License: You MUST include a copy of 
this License withevery copy of the Open Game 
Content You Distribute. 

Use of Contributor Credits: You may not market or 
advertise theOpen Game Content using the name of 
any Contributor unless Youhave written permission 
from the Contributor to do so. 

Inability to Comply: If it is impossible for You to 
comply with any ofthe terms of this License with 
respect to some or all of the OpenGame Content due 
to statute, judicial order, or governmentalregulation 
then You may not Use any Open Game Material 
soaffected. 

Termination: This License will terminate 
automatically if You fail tocomply with all terms 
herein and fail to cure such breach within 30days of 
becoming aware of the breach. All sublicenses shall 
survivethe termination of this License. 

Reformation: If any provision of this License is held 
to beunenforceable, such provision shall be reformed 
only to the extentnecessary to make it enforceable. 
COPYRIGHT NOTICE Open Game License v 1.0a 
Copyright 2000, Wizards of the Coast, LLC. System 
Reference Document 5.1 Copyright 2016, Wizards 
of theCoast, LLC.; Authors Mike Mearls, Jeremy 
Crawford, Chris Perkins,Rodney Thompson, Peter 
Lee, James Wyatt, Robert J. Schwalb,Bruce R. 
Cordell, Chris Sims, and Steve Townshend, based 
onoriginal material by E. Gary Gygax and Dave 
Arneson. END OF LICENSE 


CHANGE LOG 


V1.1 


e Divine Flame Buff 2d6 instead 1d4 and +5fts and 
1d6 per level of Spell Slot) 


PaTRON: KING OF 
CURSES 


This all just a Fan Made Patron to D&D 5e, 
adapting things from Jujutsu Kaisen made By 
Gege Akutami. 


Follow me on or to see my 


creations first handed. 


As know to everyone, i dont take any credit of any 
art here, they are made respectly by: 


e Front Cove: Bobarto42 

e The Other two Arts in the brew: Are Both 
oficial from Jujutsu Kaisen (Made by Gege 
Akutami) taken from it’s own manga, respectly 
the First is from a normal page of the Manga 
and the Second one is taken from one Cover of 
the Manga 
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